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GREETINGS! 


Thank you Cor purchasing Sid Meier's Civilisation for the Super 
Nimciado EnicrLairiment System. To get the. must oui of it, please 
familiarize yourself with this Operation Manual First. 
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Sid Meier’s Civilization is a simulation game in which you can fount: 
a civilization and bring it to maturity. In this game you make cities, 
meiease population, and develop science and technology, making 
progress through war and trade Experience bow. from ancient times to 
the present and into the future, human civilization and culture 
sy sic mail call y progressed. 

Now we shall outline for you the particulars of the garnet please read 
this to grasp the essentials of the game. 
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From a Single City to a Major State 

The gam* ht-gjns with your mbc settling somewhere and creating a 
ciiy You increase the population while carrying on agriculture and, with 
ieclmckigicai research, oonsimaing various kinds of buildings and an 
army. Once ihe population reaches a certain level, you can explore pew 
lands and send out settlers to build a r-;vcond city 

I he basis of the game is the repetition of this pn^tss, in which the cities 
LT;c Like cells dividing. As your cities multiply and your :stipulation 
increases.. ta>: revenues and production grow-; and your slated sphere of 
LmTjcnvr gels larger. Along with ties progress comes the need for advanced 
facilities.and transportation. Whether you can do a good job leading yotn 
SEiue economical ly and culturally all depends on your ppheies. 


Rival Civilized States and the 

Co M PET1 1 1 ON F O R S V RVIVA L 

In this world besides you, the player, there are many states thru 
operate the computer. Just like you. they are making cities and founding 
civilizations. If you expand your power, n is just a matter of time before 
you encounter them; when this happens, your rivals expect to enter into 
diplomatic relations Sometimes they are haughty sometimes con neons, 
bo what do you do? Maybe they are tnord (advanced tb.:n you in city 
building or tech oology. 01 maybe then military level :s higher 

Competition win sucE; rivals is one of the goals 0.1 the game Your 
rivals include great men of h story like Napoleon or Mao Zedong. Jusi 
as 50 many civilizations have disappeared from Lhe earth your 
civilization too could be wiped out in a moment of carelessness. Of 
course., whether that happens or not depends on how you play 
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With Triumphs in Technological 
Development, On to the Stars 

lhe ultimate goal of this game is to send seniors into apace. If a 
country somewhere Vn the work! sends settlers to the Alpha Centauri 
system, die game ends at that point Therefore, you must make your 
space settlement plan succeed before any of your rivals. Uul that takes a 
lot oF people and resoun.es, and more than anything, these depend on 
adduced science and technology 

From the alphak t to. the openingup of space. :1ns gpnte includes all 
kinds of technology lor you to consider. Just as with the evolution of 
bring things, these technologies proceed From the old to the new 
systematically -yon. cannot uisi make them From nothing. You are 
going to have to worry about which technology should, be developed al 
a given point, but the greatest pleasure of this game Is pondering ihts 
and. Finding what is the right answer'' For you- 
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FUNDAMENTALS 



Here we bring together the commands,and icon Junction*, you will use 
in play and explain them clearly. We also include simple examples o! 
play, so a her reading diis you can go right into a game. 


Use or the Cgmroi h:r and the Mouse 


Use of the (.'uiwrolie! 

Tills game is played by one person. When playing, securely connect 
the controller u> ihe control connector on ihe Super N intends, 
Entertainment system unit 


CONTROL + XSUTTON: L+R BUTTONS? V BUTTON: 




Movement she r tetri 

A BUTTON; 
Selects units, reads 
messages, selects 
choices 


B BUTTON: 
Cancels cem'ianrts or 
se-iftctions, doses 
dismays, shew-r 
tcp6grg|3hy 


SELECT BUTTON amni du■ mn 

.Junpg to active untl, city, or eUt) 0t turn Jurnpa to Mle screen 


Speeds- up cursor 


l 


START Button. 

* Displays Lhe Lille screen when pressed in ihe opening sequence. 

SELECT Button 

* When pressed in the General screen, one can move immediately 
to (he mobile units. 

* if all moves have been completed, goes immediately to ihe city 
seen on ihe screen or to the i.Titf of Turn Command 

Control Pud 

* Moves the cursor or scrolls through menu iicnw. 

* When on a luIiL, allows it to mow. 

* Scrolls the map or ihe. display (See the l eh/ldghi Eulloitis.) 

X Button 

* ]l' you press this button while using lIxc Control Pad, the 
movement of the cursor is speeded up 

V Button 

* when ihe cursor is on a unit, skip* directly to movement arrows. 

A Button 

* Displays die tillt- screen when pressed in ihe mle display 

* Confirms commands (Yes/Ng) or menu selections, 

* Selects units, cities, nr terrain. 

* Scrolls through message or event text. 

R Button 

* Cancels commands (Yes/No) or menu sol cci tons. 

* Closes, windows or displays. 

* Displays Topography when cursor is on Lerrain in the General 

n {or after a unit has moved Lor the rum) 
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L & R Buttons 

* On i Vic Gene rat screen, when the 5 or ft Button is pressed while 
moving line Control Pad the map scrolls 10 where the cursor has 
been fiAed on the screen. 

1 In the menus or information screen displays, when rhie L- or K 
Bui.tut] is pressed while moving the Com red Pad up or down, you 
con view the continuation of the text. 

* I ei Cny, Production, or Armed Pprees displays of a particular city, 
when the 1 . or ft Button is pressed while moving the Com ml ft id 
left or right, you can scroll between ilu* three screens. 

L r se of the M<?use 

This game can ;>e used with a Super Nintendo [imenainmeot System 
mouse. Please corner'; ihc securely to one o* the control 

connectors. 


Left Button 

Performs the same functions ns the A Button of the Controller: 

* Duplays the nr ft- screen when pressed in the tide display. 

* Confirms commands (Yes/No) nr menu selections, 

* Selects uniis, ciLfS, oi terrain. 

* Scrolls through; message or cvmt text. 

Right But urn 

Performs. Lhe same functions its the B Button of the Controller: 

* Cancels commands (Yes/No) or menu selections. 

* Closes windows or displays. 

1 Display s Topography when cursor is on ten a in in the General screen 
tor after ;i unit has moved for the turn). 

In addition, pressing the Right Mouse Button twice in rapid 
succession performs the same functions as the 5ELEC1 Button o: the 
Com roller. 
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How to View the Displays and Windows 

General Screen. 

hi this screen, you select units or cities and issue orders 

The Status Window 

The status window appears at the Lop of the screen whenever you 
s, na umts or issue orders:, that ss, whenever you press the A Button nr 
the Y Button. 



Year 


Treasury 


Payer Nairn 


Lighlbulb 


Population 

puioWHy) 


Distribution 
■;i. nit type) 


Nam ft v;i state 

my) 


player Name; l he name you determine at the Start of the game. 

Year: The current game year, displayed 15C or AD. Depending on 
the historical period, one turn advances you from twenty-year 
increments to only one. 

Treasury: thinds presently available tor use. 

Sun: Present environmental pollution situation (appears after the 
Age of Indus! iializarion). 

I.ighthulb: Shows the progress of technology presently under 
development^ when lit, development is almost complete. 

Population (Mobility): The population of the player's state or city. 
When a unit is selected, the remaining mobility 
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Nairn: of SiaLt (City): The name of the player's siaio 01 i:ie name of 
ihe city that has been selected. When a unit has hern selected, 
the name of [he ciiy to which the unit belongs. 

Distribution (Unii Type): Apportionment of luxury goods, 

receipts, and science. When a unit has beers selected, the unit 
type- : Jisplaysjjc’LJ crogit fodgC when a unit has been decorated. 




Displays wi i hln 
Ciiy Display 

When you select Cirfy on the City menu, you see this display. 


City Rescu-'ccs 
box 


Environs 


Populatlort Raster Box 

TJlc populaLton of the city is shown by ken is of citizens. One person 
represent one population point. Citizens' appearance diartges in 
accordance with die degree of happiness in ihc dty. The citizens who''cannot 
be ■deployed on the City Environs imp arc displayed here as specialists. 
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City Environs Map 

This map shows a city's terrain and me current production situation. 
Each map square, lhai sports grain, shields and/or trade arrows indicates 
where a citizen is deployed, to produce food, resources, arid trade, li you 
select a productive square on the nap. that citizen is convened into a 
specialist km the Population Roster box). U you wish to redeploy him, 
please select an unoccupied square whose- topography you like 

Food Storage Box 

The provisions stored by the city. Surplus food production is stored 
here every turn Whm a cny is not producing eriouglr grain per turn tq 
feed its troops and citizens, the d.i[Terence is withdrawn from here. 

Rest: Amount of food needed to fill the hood Storage box. Once the 
box is. filled, tire city population increases by one 
Need: Total capacity tit the Food borage box. 

City Resources Box 

Displays die commodity situation for every turn. Divided, from top, 
into food, resources, and trade. 

l or food and resources, the quantity to the left of the whim liar is the 
portion consumed: thai m the right is the surplus. For trade, the left side 
is income and itic right side is los-a-s due to corruption. 

The allocation of a city* income from trade is displayed beside the 
appropriate icons along the bottom edge of this hoe t'mm left to right, 
you see luxury goods (gemll tax revenue (coin), and science and 
technology Clighibulb). The amaurn.H here are determined using the 
Distribute option on the Main menu 

Trade Box 

A list of the cities linked to this city by made routes and a list of the 
trade volume. 
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PfWut tkm Duplay 

When you select Praiiurtion on the City menu, you see this display. 


Facpiias 
Summary box 


Product Display best 



ht&nVC City Lx« 


Environment bex 


Producl Display Eox 

Shov/s units or buildings presently in production and number of 
l u rrt:H Ll> c;i iTtj : 4 i t km 

Facilities Summary Box 

Lists the facilities in lhas city m-'i-c:. Lhe apj>rop:nue bag symbol when 
you want in sell a facility. 
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Prtxlufli nit Box 

Shows the tesouTOs consumed by the unit or building under 
production in die city All resources produced in excess of city 
maintenance are used hen:. 

Best Amount of resources needed lo complete the unit cu building 
In production. 

Need: Total resources necessary for utill or building in production 

Select Chanp- at the Lop of the box to change what is being produced, 
Select Buy when paying money lo comp-lei li production in o single Lurn. 
li the Buy option is darl?, your treasury does not yet comain enough 
coins to purchase the item. 

Home City Dux 

Shows the military units belonging lo this city Depending on the 
form of government, these units use varying amounts of a city's 
tv sources, as indicated by the iwiura and food icons displayed in the 
corner of cat h L;ni.i. 

Environment Box 

Shows the Environmental pollution situation for the city by the 
number of chimneys displayed. Pollution appears when the players 
civilization is industrialized; 
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AmuM f'ovics OEs/?/try 

When ' l5l "! poire: Armtd Forces on the lily menu, ibis display r:j|x:;«s. 



Mil; i r; l ■: T ’ rs Sumer 

■!£l m i i ■ i: i■: r ' kp Gum,-, 

■ \\ H i . I -; i .i -:t^ h-H—tt Tslidyjj.1 
■* • r ■ 

; in" fcs "ijxsniij 

r L Mih-hlvr^t^-^oni.. > 


Home drty oi 
uni! 

Unit on 
sentry duty 

L.iaiii on defense 


Veteran status 


Shews all units in the city hy type and home city in a summary table 
Thosf units showing .1 letter F m the bottom left comer ate on depose 
within .be dty: those shoeing lie letter S arc nr. ynfry iiLJ.'y. I! .1 unit is 
selected in this display n. is released, and cari hr moved a the normal way. 
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t’XPL A NATIONS OF MFNUS AND COMMANDS 


Main menu 

Appears when something other tltitti a unit or city is selected on the 
General screen. En any screen or display, selecting the step arrows in. the 
corners of the boxes scrolls to reveal more information. 

DISTRIBUTE; Determines the allotment, ratio of state income. Press 
the A Button to see the Ratio box. The sum of he allotments must 
always be ten. First decrease one allotment hy pressing the K Button., 
then redistribute those points by pressing the A Button to increase a 
different allotment. 

Lux: The proportion. For making luxury goods to dispel the 
dissatisfactions of the residents 

Tax: The proportion given over lo Lhe players stale treasury 

Sci: l he proportion devoted to technological development. 

Exit: Once you have set ihr mho you. desire, select this nr return to 
the Mam menu. While you am adjusting Lite ratio, this hey 
says and Indicates tin remaining points lo distribute. 

ADVICE: Displays all kinds of information screens for reference 
when playing. 

City Status: Indicates the papulation and production situati n for 
each oily m ones own country, 

VtilUary: Indicates the types and numliers of military units ami casualties. 

Intelligence: indicates the situation of other states and their 
diplomatic relationship with your country, once you leave 
establ ishcid e inbassies 

Attitude: Indicates the degree: of happiness of each city in your 
country 
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Trade: Indicates your financial status. 

Summary Gas: Indicates the number of turns needed to 
complete researching the current technology, total 
income lor your slhlc. and total state expenditures- 
Income: When this item is sclented, figures for tavunrs. MX 
receiptfs, and .K u na' are shown for each city. 

C.ow. Whew this item is selected; a list of facilities you have 
constructed appears. The number before the slash (/) 
indicates a single buildings upkeep cost; the number 
after the slash is the sum of ail Such facilities' upkeep 
costs, nationwide, 

Science: Indicates ihc rate of completion for the current technology 
you are researching, and lists all technologies already in 
your possession. 

REVOLUTION: Select when you wish to change the form of 
government. When, a revolution occurs, a new form of government 
may be selected after a certain number of turns (See p. T8). 

INFORMATION: The present score or (he situation ol Lite state of the 
plavcr is displayed as a table. 

top l ive Cities: The top five developing cities from the various 
places in the world are displayed. 

Score: Displays the Civilisation Score for the present player. 

Demographics: Displays tin dt nation in the player's own count:}- 
current mi to of support for the government, SNR. etc. 

Spacecraft: Displays intelligence on space vehicles under 
construction, including those in other states Coni y appears 
when space vehicle construction has started) 

Seven Wonders: Lists the wonders ihm have been built so far, by 
city and state affiliation 

J UMP: Displays a list of tides. If you select a city to which you would 
like to go, you Lmmedialely move to that city. 

WORLD MAP: Displays a map of the presently known world. The 
range circumscribed within the line i:-. shown in its entirety on the 
display I hr arrows m the display maybe moved with :hc A Bui ten or 
the Land R Buttons + Control Pad. 
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OF I ION: The various options that enhance your play are decided here. 

Instant Advice: You choose whether to receive advice from Lite 
computer. 

End of Turn: You choose whether to display the End of Turn 
Command 

Animation: You choose whether to view animation dtirifljg the 
gii me. 

Music. You chtk'sse whether to listen to music. 

Enemy Moves; You choose whether to view the movement of 
enemy units (if you turn this off. the, game goes a little faster;. 

SAVE : Saves the game in its present: state if you select CON I INL'E front the 
Title screen next time you scan you-can begin the game front this situation. 

RETIRE: Select when wishing lo end a game during the course of 
play The game' ends and the player's results are displayed Yon must 
first Save Lire game if you wish to return to this situation later. 

t/nif Menu 

Appears when you select a iniiL oji the General screen by pressing the 
A burton, or if there is an active unit in the city you select, and you 
choose L-'ni 1 m.'iLi. 

MOVE: Allow* you 10 move a uniL. The directions in which 
movement as possible arr shown by arrows around the unit; use the 
Control Pad to select the direction in which you wish to move 
findicated by the flashing red directional arrow), and press the A 
Button. Press the B Button LF you change your mind. The unit reuims 
to blinking status, ready for orders 

WAIT: Used when you wish to depart from the regular older of units ?tyd 
move another unit fust. (With units that are non blinking, the same thing 
happens when you select ore whose movements are not compared.) 

SENTRY: feecptne ready wh en OLher Units approach, Note: When in 
a city, .Henures automatically board ships that leave port. Select a unit 
when vou want lo release if. defensive strength of semned units does 
not change. Units on sentry show the letter S in ihc bottom left corner 
of the icon.; 







DEFENSE: Select when you want to put a unit on rfejfensiw posture. A 
unit remains -on delensive posture until you select it again, and release 
i:. Defensive strength i; raised 50 percent. Units on defensive posture 
show ihe l.llr: f in ihc bol >m lei: vomer pi the icon, as wall as ;t 
back line .outlining the icon 

ISO OKI)! K: . «c when you hav-v no assignment loi a unit. On your 
next turn it returns to its regular position in the sequence of active units 

DISBAND: idsed when a unit is no longer needed :be unit is 
Lmmediately removed fiotn tlu: game. 

HOME CITY: Used when you wish to change i :nc home city of a unit, 
il 1 1ll ursit is already lei si s lonii city, this option does not appear. 

PLUNDER: Carnes ot;t ni'mide,- at that location, ir igatioii or urines at 
that square all become void 

LAND: oele i when you wish to cause a unit in transit nr disembark. 
ifi.'l.iT IJnii t .0.1 ? l Fit Ll rl la S 

The commands fedew are displayed only lor Settler unils I'he commands 
displayed depend on the terrain type on which the Settler unit tests. 

CITY: This change? a Settler unit into a cHy 

IRRIGATION: After several turns of preparation, entries that 
location With irrigation* the Food production a 1 1 hot square increases, 

PLAINS: After Severn! turns ol preparation, changes, that location inlo 
plains (or grasslands), l Xies not appear on jibe menu unless you arc in 
a forest, jungle, or swamp. 

FOREST: After several turns of preparation, changes that location 
into a foresL. Does not appear on ike menu unless you arc in a 
grasslands, jungle, plains, or swamp. 

ROAD: Alter several turns ol preparation, builds a road at that 
location, Moving through a square with a road costs only one-third 
of a p int in movrmenl energy. Trade also increases in squares with 
roads. Until the technology for Bridgg Building Iras been developed, 
toads cannot cross rivers 
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RAILROAD; After several turns of preparation, builds a railroad at 
that location-. However, a railroad cannot be busk unless a road 
already exists. Id move on a railroad require? no movement energy. 
All production oh that square rises. b> 50 percent (discarding 
fractions) Until the technology for Railroad hits been developed, this 
command will not appear on the menu. 

MINE: After several turns of preparation, mining commences at thaL 
location Mining increases the resource production of that square 

FOk I kliSv After several turns ol preparation, builds a Ion at that 
location. A unit protected i>y a fort doubles in defensive strength 
Construction technology is required 

SUPPLEMENT: Adds settle™ to a city, increasing the population of 
that city However, settle is may no: he added lo a city that has more 
iruin ten population point?. 

CLEANUP: Removes pollution from that location. After several turns, 
restores the original topography. 

City Ml?T[.i 

Appear? when you have selected Ofv on the General screen. 

CITY: Displays the City screen. 

PRODUCTION; Displays dte Production screen. 

ARMED FORGES: Displays the Armed Forces screen. 

VIEW: Displays the present condition of that city in graphic form 

HAPPY: Displays the happiness situation of the eii izena of that city. At 
top is lire natural situation, Followed in order by effectiveness ol 
luxuries, improvements, military units, and Wo rule ra. 

RENAME: Can change the nante of the city. When you do not wish 
to change it, select LMuna, leaving it blank. 








How to Start amp Save Games 


CjaiTH: Start 

When you insm die cassette into the unit and turn on the power 
source switch, the Title screen lhai .sums the game appear* Please select 
START to begin a new game, or CONTINUE to lake up a 
previous game. 

rht Stan screen appears next. Select Oam-v Sturt to begin a game with 
the setup ol :! e present puin.-i, Customize World to change to a new 
setup. and EARTH to play a game with an environment the sunt as that 
of the Earth. 

Planet Setup 



By seleciing Cuslfftrise World on the Start semen, the player can set up 
an imagi i:.uy w. rlti at he wishes, making a new map Hus ius several 
meanings, as follows 

Land Mass; Decides the ratio of Sen and land on the map. 

['emperatLire; [fcooi, tundra increases; if warm; jungle increases 
Climate: if arid, deserts increase; if wet, swamps tneresse; 

Age: Al .3 billion years the topography is nigged; at 5 billion yearn, 
the sloping is gentle 

When you have decided on each condition, complete the setup by 
pressing the E Button 


Le ve! of I) ? ffi <: u!y a u d N;f i i t vw \ i (y 

After you have decided on the map, nest is the level of difficulty: Htqtti 
i he easiest—Chieftain—to ihe i ruv.i di Eficult—E mpe mn — 11 wre am 
five levels pi (lilheuliy. The conditions placed on the player at the high 
levels are strict, and the computer has the advantage Select the level 
you prdcr: If.you rnc playing for the first timr, Chieftain is probably best 
(See p. £61. 



Once you have set the level of dilfit ulty, set the number of rival states 
operated by thccompu er and yonjfdwrt nationality: Once you si-let i your 
nation, enter your Leader^ name. When you tv finished typing, select the 
■ pirn iCf-itirrt ttfTi>w; il you want m use I he suggested name, snivel !: Turn, 
in n mom v in, the game will start. Once you're In ml lutt with the game. you 
L-j.ii, go directly to the rule ‘-eievu by pressing, the START butLofi. 
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Saving [hc J Game 

If, in f he course of play you do noi wish 10 quit die gpmr se leu Saw 
from the Mam menu. This saves the j^me in ns present configuration. 
Ctuting off the power vvs.ll not affect it. The ssvd contents may he 
recalled as many limes as you wish, as long as nothing new is saved. 
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OK, Let’s Play! 

i line is a simple explanation of the course of a game. Once you Slave 
read Lhis, you will have a rough idea of bow m play and what kind ol 
thin ms can come up in a game. Its enough in format ion to play, though 
you might have a haul time winning your first game. If you warn more 
details or data, please read the coresponding pages 



i o' s h:vk («'i eivoii place and Indict fl cKyjJral 


C ."?"l'll [ l' ihe Fl ? sl Cif_V (kl-!' r(b;j p 3J) 

When a game starts, one Settler unit is given to the player (when you 
start at the Chieftain level, you get two Settler units). Let's begin with 
the construction of your first dry Move ihc Senler unit to discover ihe 
surrounding topography (as you move, you strip tin- blackness from 
squares adjacent to your unit, and ivve.il chi± terrain beneath) and find 
a good place for building a city. 
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Points for Selecting a Gity Sile 

* Close 10 a river 01 lo die shores of on ocean or a lw 

* Man) plains, grasslands, or hills in Lhe vicinity, 

* Jopugraphy wuh a unique resource mat h attached 

Once you have decided on your location, select the City command. 
When you do that, tin: Settler unit changes into a city, This, city becomes 
the capital city of the player. 
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Li-i'-i /ncrceT.St’ PQjnJafhin or Resources (see also p. 32 ) 

Once 1 hr: ciiy is built, let's make an effort 10 increasi lIu- population 
some: 1 )('■. For that, select the city and display the City screen, then 
ulace citizens cm the ( ily Environs, rtisn as often as invisible in the 
districts with a lot of food production, 



C iJv Kesau ins flex 


Points for Increasing Population 

* Grasslands, oases, and fishing grounds produce a. lot 0 * provisions 

* When the I pod StOTiagp hc« i-t loll, population increases by one. 

- In tii.. beginning, one population point (a person symbol)’ consumes 
iwo 1 l 1 'i 1; 0: pmvi^itms every I urn. 

* By using Settler tin its 10 irrigate the area around the city, you can 
increase sewd production 

Et depends on the topography, hut in the squares around the city yon 
car product foodstuffe (grain symbol) and resources (shield symbol) 
.milI oumluci iracle (arrow symbol). Then Look :tt .Ire C tv Resources box 
Ip sec hbw many you can ni.Lke, and how much ycui arc vunsuaimr.- 
Foodstuffs are used for the increase of population, resources for the 
production of units or oi buildings, and trade lor lhe maintenance ol 
technical development or buildings. 


23 







































Which Units to Proriuu’ First? aa also p. 47_> 

A military is necessary tr> defend your city once the cty u> buik. Select 
ike cky and display the Production screen to p fix Lace the only military 
unit you can make, Militia. In a while, with advances in the 
development of technology, ah kinds of other things can he made. 

How to View the Unit and Building Table 

* On the Production screen , if you select Change, you sl-c a tabic of the 
units that may be produced with. your prepm* technology. 

* lhe dam are. from left, name; unit* attack factor CA). defense 
factor (D), and mobility factor (MX the number of turns to 
completion; and the Help (H) button, which offers particulars about 
the unit or building. 

Which City File [lines 10 Construct F;W? 'fecraJwj *■ 3J) 



After units, buildings arc arrayed on the Chan. Once a Militia unit is 
in place, Set's make some ci vie facilities, starting wkh granaries which 
can speed up the growth of population. Or, lei's make some barracks or 
walls 10 defend against the sudden appearance of Barbarians, or in case 
war looms with other states However, buildings cannot be constructed 
without technology, Just as is the case with units. 
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Recommended City Facilities for the Early Period 

* Granaries: With these , population increases. rapidly: 

* ItarTJtks: l'i: ward oil puaies. The attack and defensive factors ol 
production units increases 50 percent! 

* Temples: Make violent outbreaks less likely to occur 

* Walls: To ward off floods The defensive factoi of units in the city 
nuxiMiscs threefold. 

Aside from oiJinaiy buildings, there arc the unique Seven Wonders 
of the World l: inkes several tens of turns to complete one of these, but 
each is a unique item with great efficacy. 

Developing tfa’ Necessary Ttrchjii.ifi^y (see also p. 4IJ 
The three technologies you start with are Irrigation, Roads, and 
Mining. Anything else lias to he developed in order to be available to 
you. Development inputs automatically with the construe! ion oi a city. 

Technology for the Early Period 

* Pottery: Enables von to make granaries. 

* Bronze Metallurgy; Enables you. to make Phalanx units, most 
appropriate fov city defense.. 

* Bursal Rites: Enables you to make temples 

* The wheel: Enables you to make powerful Chariot units. 

* Alphabet: The basis fov the nest level of technology. 

After one technology is zccom plished, me Question arises what Lo 
make next? Look at rite appended Civilization Technology rlisr: and ihmk 
about this. The chan. indicates which units or buildings can be made from 
which technology a ltd which technology can be developed not. 

Rules for the Development of Technology 

* Ne-v technology requires whatever technology serves as its base. 

* Most technology is born from a combination of two technologies 
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i.i'l's Explore f.he World (seeds) 

In iVic beginning., ihe environs of the city arc unknown terrain and 
appear blacked tun. When several units have' beer made, kt£ explore 
i Ins Lurra incognito 1‘crritiri with village k:©ns represents minor tribe? 
when your unit enters a villas, you usually obtain gold or units; 
occasionally there are Barbarians instead, and they attack. 

Limits on the Movement oE Units 

Lh T .it5 move in iiocomdance with then mobility factor: when they don't 
have the mobility to move Into the next terrain, they cannot move. Also. 
Limits and ev.ii-s possess a support tirvu of eight squares around them tun 
cannot move from the support area of a unit ot city of a bilk rent state 
10 another such support area. 



Movement 

Amowa 


Si. I ip r _ i 

Jri (his no, die noxi-'.-v unit icin.-hu move'flOi'fMst, cad, swiihrast, *J - 
v i.'.'i. Iremfisr cif .'in. supj* rJ u'Viw oj ifwg? -Jims. 
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C,j?j;sJftn i a NVv, City 

When population has increased to' three or' four citizens, you can 
make Settler unit's and build a new city the same- way as the first time 
In the city you build, you can repeat the project of producing units that 
increase population rhrcmgh this process of dividing cities and 
founding the next city, tire player is stole id expand his staler sphere of 
i Hue ill,- Because Lhc revenue from trade multiplies with the Increase 
m elites, you can make lots of units that wall speed up the development 
ol technology. 

licit v with Rival SluJcs 6cr also £. 4 3} 



& i1lustriouH 
nipe-ror of 

KaimiraM 

is mosG deeply grateful for 
hese discusslores . 


When y.'.LL move units and explore the world, you are hound to 
discover rival states somewhere, when contact. occurs, the other side 
will warn to seek an audience with the player, (t dv;s is pevutitted. a 
peace treaty is concluded with the other side's state and exchanges of 
technology can take place Or, Diplomats or Caravans van be sent to the 
ot her stale's city and exchanges can become possible with the opening 
of embassies. 
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W'ai Breaks Out fee also p. 51) 

When rival siaies or naakiLi'aijE Bii.rbari.ars attack, there is war. In 
war ilie use ol a miL:ui y unit to enter » square containing a uiul or city 
p:a rival is considered an aiiack. Defeated units are removed, and when 
the uuits defending a city arc gone, a ground unit is moved into the city 
and occupies it. When .ill the dues of a rival --ate are conquered the 
state is obi iterated. 

Among military emits, there aic types that arc superior in attack, types 
that are superb r m defense, and types Lliat are capable of rapid 
movement. Also, ground nmd air units can be moved by maritime units. 

Changing Gave nt hit nf by RcvobftiOJ-i rserctlsop 38) 

['here arc rules on the forms of government in ibis game. Because the 
form of government influences llie nailire of production, the military 
expenditures, the happiness index, and the diplor-niim: relations of a city, 
with the advance ol civilization one's own state changes its form of 
government. However, the form of gave rum mu cannot change 
without technology. 

In change tire form of government, select Revnlufion from the Main 
menu. After a numbe r of turns, you car sclea a new form of government 

Possible Forms of Government 

* Despotic Rule Also known as Dictator-, the system at the start. 
Primitive 

* Monarchy: The productivity is higher than lor Despotism 

* Republic: The.productivity is higher than for Monarchy, but urban 
dissatisfaction is great. 

* Democracy: Productivity is highest, but violent ouibreaks are most 
likely to occur. 

* Communism: Also known ns Socialism; little corruption is seen. 
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f/r's Hunk About ibo Hu/?pini\s.s oj the Cnto'iis (src. auc p. 34) 
When the population cl a oily leaps ahead unhappy citizens who raise 
complaints appear. In cities where they appear, violent outbreaks 
(strikes) nee m that totally shut down l he product inn of the city. To put 
a stop to thru, happy r iilicns Ct'nis has nothing to do with comym dtiicris!) 
must exist m that city in numbers equal to or givjiei l it an the number 
of unhappy citizens. 



Ways ol Making Citizens Happy 

- Make non-laboring citizens(enteruirmrs) bj taking a citizen off work. 

* Build such religious or charitable facilities temples, monasteries, 
and churches. 

* Mold down taxes or spendn g on science mid make luxuries. 

* Place many military units in the city. 

To Know the Happiness Index of the Citizens ol a City 
On the Cuy menu, select Happy or. On the t.uy lor Production or 
Armed Forces) screen, look at the Population Roster box on the top 
section. The Attitude display under Advice on she Main menu shown the 
happiness at all ynui cities. 

to I be Stars also p. 5® 

If you survive wars and technological competitions victoriously, 
finally ™ enter into the tinal goal, the project to emigrate to the stars. 
Any civilization can start this project with the completion of the Apollo 
Program undo: the Seven Wanders. Let's develop the technology, huilcl 
ihe space vehicle, and aim for the Alpha Centauri System 

I f you get lo your destination ahead ol your rival states, die game 
ends. You win! 
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RULES 



More del Eli ltd explanations of the particulars of ihe game are given hem. 
Read I-s well to yn even iron- enjoyment. om of the world of 
Sid Meier's Civilisation 
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On Cnits 


Cities, which occupy a big position' in the game, can not be moved 
once they are founded, so ny your icsi its find a favorable location for 
production and defense Vrd once you have founded vdui tUy, use 
■ivi. : nj\ methods to increasr production and aim at making it a city 
di anguished lit the world 

J'Jic Fou njhtg of it City 

(3nly Solder units ea t make a city. When a city Is buili pin a plain 
(ground) or grasslands, irrigation and roads are automatically installed 
in that st■ 1 ,:ir.' and production ri-cs. 

When a city is founded, the environs become productive territories 
(City Environs map) and the production of i'l.nvlsmlh. resources, and 
trade becomes possible with the placement el Citizens die re What k 
produced arid how much is possible differs greatly with the terrain and 
die Form of government LI you wa-tt to change the placement id 
citizens, select a productive square once and make a specialist, and then 
select the new- terrain von wish u» make productive. 

The production of a vii> is carried out automatically with every ium. 
FoSdsLuffs nr resounaiK, ivin;., ling after consumption are stockpiled in 
thy Fond Sioiage box or the Production box, and uading, revenues are 
distributed among luxury goods, tax revenue, and knowledge according 
Ln die proportions decided by Distribute in the Main menu. 


f-xduciive syua ■■<? 
i2 bod, 1 resource. 
1 |ra cte) 


Phjdift<ic Ti'.'i' - firry '-i-iii.'!' (J ■+ cuJfoAting apiarcs ftt) + !hc spoivs 
aimncNhem (12). vidliJf oj :--J squares. 
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Improvement of the Terrain 

By charting the terrain around the pty. the amount of foodstuffs and 
resources that cart be produced mere can be Increased. Only Settler 
units can accomplish improvement of the terrain. Any process requires 
several turns to complete. Watch out: the original unique resources are 
lost when improvements are made. 

irrigation: When, carried out on grasslands, mountains, or desens, 
foodstuff production increases Irrigation can only be performed 
on a square that shares eme side with a sea square^ river square, 
or a square that has already beer, m-igaied 
Mining: When carried our in hiLLs, mountains, or desert, resource 
production increases by one 

Leveling: Forest, becomes plains Cor ground)' jungles or swamps 
become grassland. 

Forestation: Plains for ground), grasslands, jungles, or swamps 
become forest. 

Plunder The irrigation and mining otl that square becomes void. 

fncreasing Product cm 

Increased production does not come Lo a city only through 
improvement of the terrain, Roads and railroads made by Settler units 
or facilities built through technological development aim cause trade os 
resources lo increase. 

Roads 

The presence d" a mad in any terrain decreases the movement cost to 
cme-third norma' In plains, grasslands, and desen, roads increase the 
square's production by one point of trade. Roads cannot cross rivers 
unnl Bridge Building technology has been developed. 

Railroads 

When you develop Railroad technology you cun build l racks over 
squares where roads already exist. Moving ovei them does not use up 
any unit movement factor in any terrain In addition, ihe products of 
that square increase by 50 pc rearm. (discarding fractions) 
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Pat Lories and Industrial Plants 

By making factories or incfustrloi^ plants, you can raise the resource 
production output nt tlu: entire 1 city. Once you make industrial plants, 
factories become out oT date and ineffective 

Klectrie Power Stations 

Various kinds pi daiiric jjiiivw stations raise the resource production 
output of factories and industrial plums. Except for combustion-powered 
generating stations, they reduce the pollution from industrial waste. 

Markets and Ranks 

By making markrts and banks, you increase luxury goods and tax revenue. 

Factory: Raises the resource production output o( :h- city by 50 percent 
(disregarding fractions) Nar^ty EcJtnirtqgy: Industrialist ion. 

Industrial Flam: Doubles the resource production of the city. 
Net ci.ki.i-y Jerfiflohig) 1 : Robotics. 

Combustion; Power Staiicnv: Rurres the resource production output 
by 50 percent (disregarding fractions), industrial waste 
remains unchanged. Ni essary Vd'.Jmdqgy: Refilling. 

Hydroelectric Power Station: Raises the resource production 
output by 100 percent (disregarding fraaions); industrial 
waste is cut in half. Cannot be set up in coirs that are not 
close lo hills or mountains Necessary Tecfmafqgy: Television. 

Nuclear Power Station: Raises the resource production output by 
50 percent (disregarding fractions); industrial waste is cm in 
half When violent outbreaks occur in ike city, there is : i 
possibility of a meltdown, but If Fusion technology is available, 
this will nos occur. NeccswiTi TedmoJogy: Nuclear Power. 

Market: Tax revenue and production of luxury goods rises 
50 percent. NcLessaty TccM'rekjgv: Trade. 

Bank: Together with the effect, of a market, raises tax revenue and 
production of luxury goods by another 50 percent (discarding 
fractions). However,, you must already have developed 
markets to Imild banks Necessity TcchnoJcgy: The Republic. 
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J he il a pi ;rn ess of C i l i ze n s a fxd \ ri e S\iccia l is l s 

Tour types of citizenslive in the city; content citizens, happy citizens, 
unhappy citizens, and specialists At die l*.; i all arc content citizens* 
'but when a certain line is crossed with the incivaso m pcrpulaiilon,, or 
when umils leave the city. unhappy citizens-arc bom. I the number, of 
tin happy citizens 'rises above the number of happy citizens (not content 
citizens!j, violent outbreaks Lake place .it that city All activity 
(surrounding production, mill production, etc i jeeases. 

In order to guard a^nnst this, you must make luxury goods .or facilities 
to inen-ase the number of happy c i izeris and induce tfie numhci Of unbappy 
citizens. Ci tizens who etc made specialists an; considered content citizens. 

Luxury Goods 

l uxury goods can be made each turn from inidr revenue in a 
picijjonion decided at Distribute. on tin: Main jn nu. V.'hh two luxury 
goods, a single conu iu enizen can lie changed mi# a happy citizen or 
an unhappy citizen can be turned into a content citizen. This is carried 
on alternately, starting from changing coin cm citizens. 

■ Temples, cathedrals, and stadiums have gn?at cllicacy in returning 
line unhappy time ns of a city to being content citizen- 
* Among the Sever. Wonders then; arc many things related Lo the 
happinessof she ciiizcns, starting with the Crack 



dish tin ih step 
arrow lo display 
further statistics, 


Cfck on IhiS Stop 
arrow 1c display 
more cities. 


it >. i nr ;v, k\ i < idv SicjJwi ti«<r« i' Atfi'i. i an ibe Main mrn.tti nil rfic t iinrs Jn yt»m 
iw« t.',ir.- hrf dispfirvLi/. 


Forms of Govern men l and Utiils 

When you select Despotism,. Monarchy, or Communism (also known 
as Socialism) as a form of government, one military unit wills n uc city 
with an attack Lmor of one or more can conceit Ope unhappy citizen 
into a con ten i citizen 

On the other hand, when you select the Republic or Democracy, 
»lien neats attached to the ..it;, leave i: unhappy . Liiams increase. And 
; you make only airborne units, unhappy citizens arc bom in Ac 
quantity (.see also p. 40). 

Temples: can i. lange one unhappy cilLz n into a content u. ze i 
tidier the technology of Mysticism is'available: two citizens). 
Wu'S^'irv fcc^inoliijjy: fiurtnl Riles. 

Stadium: Can change three unhappy citizens into dirtv eonicm 
L :' “CI : - \. YCSSil I v .Vi tan: li'iigy. Const I UC I ill It. 

Cathedral: Garni change four unhappy citizens into four con mm 
citizens (if you make Michaetangelus Chapel, one of the 
Seven Wonders si v Citizens). Mcfesvary ratJzaofugy: Religion. 

Specialists 

In die cities, those who have not been placed in the urban environs 
for production ait displayed m ihe Population Roster box aa .specialists, 
distinguished From, ihc general otizcriry. There arc three types of 
Specialists— ciiicitainer. tax collector, and sctcniisi — and they are 
exchanged in sequence every rime you use the Control Fad and the A 
Button together. Their Functions are described below: 

Entertainer: Each one oF these inert uses luxury goods by two.. 

Tii:-; Collector; Each one of these increases tax revenut ■- by two. 

Scientist: Each one of these increases knowledge by two. 
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Corruption and Envirorimmfd Pofltttitm 

When a chy develops and [he volume of wide increases to a certain, 
point, corruption occurs and consumes sorin' of the actual revenue from 
tra.de Furthermore. when a civlSizatLon becomes developed and 
industrialization or automobiles come into being, pollution of the city 
environment, twgitts and may have physical effects. These arc two 
minuses that grow step by step with :hc- development of cities. 

In addition, an attack by Nuclear Missiles ora meltdown at a nuclear 
power station has a tremendous impact on the environment. 

Corruption 

l he two elements that determine the degree to which onrniptfort w ill 
occur are distance from the capital (the city w th a palace), and the form 
of government. The farther a city is froth the capital, the more 
corruption will occur As for forma at government, it is most rampant 
under Anatoliy and progressively less with Despotism, Monarchy, 
Communism, and the Republic, ft does not occur at all under 
Democracy: The measure for warding olT corruption ls Lhe courtliouse. 

Courthouse; Reduces corruption by hall. Necessary fedinuiqgy: Law, 

Pollution, 

Most ml a Led to pollution ate the quantity of resources and population 
produced in the city. When more resources are produced, more 
industrial waste occurs, and the probability of physical effects iqm 
pollution grows. Population has Liuie effect tin til the development of 
Automobiles, but once this technology is accomplished, lifestyle waste 
is produced in huge quantities, and this becomes a significant factor. As 
you advance further., to Mass Production and Plastic technologies, the 
impact of population gets bigger and bigger. 

Physical Effects of Pollution 

The pollution probability is shown by the number of smokestacks In 
the lEnvironment bo* on the Production screen. If pollution actually 
occurs, you receive a message and some squares around the city will be 
impaired (blackened). Polluted squares' production foils by half 
(rounded off to the nearest whole number) and does nor return until a 
cfeemm is done. 


Cleanup anti Prevention 

Polluted squares can be restored by oiuslo units. Move the units io 
the squares arid select Qennup from the Unit menu. When you are 
finished, production can continue as before. 

Also, if one tabes ecological measures in the city, the probability of 
pollution is reduced and physical efforts can be prevented, hither 
hydroelectric power pjanis or nuclear power plants reduce industrial 
waste by half (see also p. 33). 

Recycling Center; Reduces industrial waste by one-third. 
Necessary technology: Recycling. 

Public Transportation Facilities: Reduces lifestyle waste to aero. 
Necessary technotogy: Mass Production. 

Nuclear Pollution 

Attack from Nuclear Missile* or a meltdown that occurs when there 
is a violent outbreak ;n a city that has * nude a: power station will bring 
about physical effeds from pollution. Of course, cleanup by Seiner 
units is prjrS&iblie, here, too. 

Nuclear Missile; The city and squares occupied by units are polluted, 
■ogc;tiier with the nine most productive.surrounding squares. 

Meltdown; Cuts the population Ln half when it occum; iho squares 
around that city are polluted ai random. But if Nuclear Fusion 
has been developed, the power plant automatically becomes a 
nnclear fusion power plant, a:id so meltdown does not occur. 

Planet Changes 

If for various reasons the polluted squares become numerous, a 
raising of the sea level due to global warming will begin to change the 
topography or a planetary scale. When this happens, some plains near 
seas randomly become dessert, some grasslands randomly turn to 
swamp, ant: some forests randomly become jungle. 

To predict the likelihood of this degradation of the environment, look 
at the Sun icon that appears nexi to the Light bulb in the Status Window, 
The Sun shows the present condition of Lhe planetary environment: 
deep red means- low danger: pale means high danger. The Sun does nol 
appear until your nation is industrialized. 
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Revolution and Forms of Government 

The form of si stated government is an important factor in iis 
productivity and win fare. You sun vui.li Despotism but it is. gjasaiUle lo 
change governmental sysu:ms. iioih by technical development and 
by iwajutiori. 

Revolution 

When moving from one form of government to another, one I if si 
carries out a revolution A state where i evolution occurs lapses in to 
Anarchy bin .liter several rums, a message to select da next form of 
government appears. 

If you build the Pyramids one of the Seven Winders— you 
become able to select any form of government, without regard to 
t : dmu!:y: v,i] development, and after revolution can move to a new 
form without lapsing into Anarchy. 

Forms oj 'Governmen( 

There are sis forms of government altogether, but besides Despot ism 
at .lie start and Lite special sanation of \naivhy. none cart be selected 
w 11 tout leehn ol ogt, al devel npmen i 
The Topograph;, screen (B Button) also acquaints. you with the 
production level of each form vi government 

Despotic Buk 1 

City j--ii*JLii tnJrt:. The production level of squares that produce three or 
more foodstulfs re sou raw. ur uude is reduced by one 
■\ fri'iii y l-.--._i ' L i i.:h ii:iv-: The maintenance ol each military unit in 
excess ol the number of city population points- costs one 
tv source tier turn. Each Settler uni. must consume one 
foodstuff per turn. 

Uihdrt corrupt Jon: Great. 

Peace Jwdties: Concluded oj broken as. the player decides. 
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Monarchy 

City production: Production neither increases nor decreases 

Military fXfifJiiJilurt's.' L ho mainienance of each military unit costs 
orac resource per turn and has no connection to population. 
S^n.cVi Settler unit consumes two foodstuffs per turn. 

Urban Liumptioii: Less than under Despotism 

Pcrk'i. (J'eutifs: Concluded or broken us the player decides 

Communism 

City pjDdueJioji: Production neither increases nor decreases. 

MffftLTiyi ejrpt'FrJifuivs: The maintenance ol each military unit costs 
dnr resource per lunt atid has no connection to population. 
Each Settler unit consumes two foodstuffs pel turn. 

■! ,'haji corTuption; Rare, but dues occut at an eivcragp i 'i■-. 

Peacr i.‘rtides: Iffie player is free to conclude or break them 

Republican System 

City protfucteDh; Trade increases by one on squares i^isHv^siitg trade. 

ytilikuv e.xp’HifilLire-;: The maintenance of each unit costs one 
rusoutte pet kirn and lias no connection m population. Each 
Settler unit consumes lwo foodstuffs per turn 

L’rfctjrt Lomjfthvc Less than under Monarchy. 

Peace merit's: Mus: be concluded, and cannot be torn up 
unilaterally by the player (the Senate always overrules 
aggressive net ioitsl. 

Oiherv If one attached military unit (army or maritime) is separated 
from the city, one unliappy citizen Is created, fhe mere 
creation of one airborne unit makes one unhappy citizen. 
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Democracy 

Ci! v production- Trade increases by one on squares possessing trade 

Miiiia.’v expenditures; The maintenance of each unit costs one 
resource per turn and has no connection to population. Each 
Sett lei um.it consumes iwn foodstuffs per turn 

Urban corruption: None. 

Piiu.i- trvaiksL Must be concluded, and cannot be torn tip 
unilaterally by the player (the Senate always overrules 
aggressive actions). 

Other If one attached military unit (army or navy) is separated From 
the eity, two unhappy ciiizeriSi arc created The mere creation 
of one airborne unit, makes two unhappy citizens, il violent 
outbreaks occur two turns running within the -.taie. they 
automatically trigger revolution 

Anarchy 

City ptoJurrmti: The pro dual on Level of squares that produce Lhree 
or more food, resources, or trade is reduced by one 

Mii'ikii'y expr^efittmec The maintenance of each military unit in 
excess of tin: number o' city population points cos:? one 
resource per turn, Each Settler unit must umjeune one 
Foodstuff per turn. 

Urban corruption; Great- 

Peace ■Treaties.- The player is free to conclude or break them 

Other: Tax revenues do not come in. The maintenance of city 
facilities cannot be paid for. Technological development ceases. 
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On the Development of Technology 


Along with the founding of cities and the production of units and 
buildings, etc., an important point with this game is the progress of 
civilization through the development or discovery nt technology. 

Obtaining Technology 

Technology develops as knowledge builds up; knowledge is thr 
portion olaoLiyk trade revmue (indicated by lighibulbs) that i? reserved 
for science. When you accumulate the sham til knowledge needed foi 
ihe lechnbtogy that is yotn goal, you acquire lTic new technology 

VVEiy:; of DeveEoping Technology 

No technology can ie developed from zero When you have 
developed two different technologies, often one new technology can he 
born from that lb learn what new technology can he developed next 
from which current technologies, please see the Fold-oui Civilization 
technology Chart. 

The fnflwence of K>:w Technology 

When new technology Ls obtained, the following usually occurs: 

* .he production of new types of times, build'ags and/or Wonders 
becomes possible 

* A new form of government can be selected. 

* A portion of old unit typr-. can no longer he produced. 

i in-hcnriorc, with the development of Gunpowder or the Internal 
Combustion Engine the barracks in ail the cities become obsolete and 
are removed. In the. same way, when a certain technology i,s developed, 
a corresponding Wonder loses its effectiv^rtess (see also p. 35). 
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Accckra (iri£ Devcit,sp rni : nt 

To increase the speed of technological development, n is necessary to 
increase ike amount of knowledge made by a city. Since knowledge is 
allotted from nude revenues. lIi t ■■ mpte ways wool he to boost that 
rUy's lol-.lI trade oi add to the sham For science under Distribute In the 
Mam menu, Knowledge ls directly increased when you make sdcruists 
or Libraries and universities. 

Scientists: by making citizens inis specialists (scientists), you can 
increase die amutin.I. of knowledge. For each scientist two 
lightbulbs arc added (see also a. 35>. 

L ibrary: Raises knowledge in a city by ">,) pcnritl. 

University: Added to the effort of :t library, adds a neither :>0 percent 
to knowledge. A university cannot lie made unless yon have a 
library beforehand. TtxhnoU^: University 
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D l P I CM A C Y AN D TRA I) b. 


There cun be three or more si aits besides me player in die world. 
Diplomatic n 1 la lams or intercity tirade can be carried on with these 
i iviil states. 

Diplomacy 

Diplomacy occurs through con tact with rival states. When the player's 
unit encounters a rivals unit or city, contact is begun on the basis, of 
judii,m.etus made bv the computer When the player seeks to enter inn 
contact, he or she sends a Diplomat unit into a rival cuy, and seleas 
fitive uu Audience uiih fbf King 



l,i vwi have ;ci: em&ttsjy. >w tun m- ertaih tin Etitdligimc 
u ffiu ! ('ii flst.-i stale IxfoK vuu lucw Lin ii:iJki: ■■ 
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The particulars of contact change, depending on whether a player^ 
slate or ;t rival siair U- warlike nr peaceful, hut the general sequence is 
as follows. 

Exchange of Technology 

'iumi' rivals may after to. sell you technology you have not developed. II 
yon agree, they in return choose one of your technologies, as they please. 

Peace Proposals 

Someone may approach you for irihir.r or ask you to .Hid] your 
technology. If you agree, a peace treaty is implemented. With peaceful 
rivals, refusal may not ruffle feathers, hut warlike rivals may go to war. 

Brea long Treaties 

Someone will come wanting you to break a treaty you have concluded 
with another rival id you refuse, P warlike rival may go to war with you. 

Implementing Peace Treaties 

As long as there is no declaration of war, contact always ends with the 
offer of a peace treaty. 11 SI i his point you impU merit a pc .cc iTCtity, you 
may ash;. our new ally to raise an army or for tribute. Whenever you ask 
\ hen's to raise an army, they demand more money. If you refuse Lhe 
treaty a peaceful or weak rival may offer money or technology and 
continue contact, bnL warlike rivals may go 10 war. 
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Diptomtrts 

A Diplomat unit nas unique moves that a military unit does not have 
When a Diplomat unit moves into a rivals city, a menu appeals from 
which you can choose Lhe sc non you prefer, as shown below. If a 
Diplomat moves into a rival unit's square. H can offer a bribe to win i Im 
unit over to your side. Excepting when bribing units, the Diplomat is 
lost when a command is e.vecuLed. 

Hstahlish an Embassy: Establishes an embassy lu spy on that stair. 
Technological developments or foreign relations intelligence 
can now be reported regularly. You may only have one 
embassy per state. 

Search Cities: The detailed particulars of the city into which the 
Diplomat ii sent become visible. 

Steal Technology; If your rival has developed technology you have- 
not, you can steal one technology at random. Only one 
technology can be stolen from, each city. 

Cause Destruction; Destroys a unit in production oi a facility of 
the city at random. 

Incite Rebellion: With a payment of money, cities other than your 
rival's capital c.ty can become yours. 

Have an Audience with the King: Diplomatic relations can be 
established with a rival siate at any time. 

Bribing Units: If enemy units am bribed, they immediateLy bscqme allies, 
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Gjr'tJm'i Trade 

Besides carrying on ipadc with th.ti.ir com ions, chies can asnduct i i-.lcIc 
with .01 her cii ic-5 Send a Caravan unit to .1 t:ity ten or more squares away 
and open up a Trade Route When yon do that, trade with that city 
begins; automatically and trade revenue comes in every turn. 

Trade Revenue 

The money received when a Caravan unit arrives (or the subsequent 
Lradc revenue) rises with distance. rapct-utlLy when the city is in another 
state or on another continent There is 10 limit to tltc ntnniKi of trade 
routes a ciiy can open up, bun only tip lo three can have high profits. 

Support lor the Seven Wonders 
When a Caravan unit is sem m a city in its own state that ts at the 
process ol building a 'Wonder, it can also be used to speed up that 
production Tire procedure js the same as for opening up a trade mule 



.''i caravan appfw^ld a city Ip ttlairtsFi pmlt 1 . Trad?, iwnae j>■ vi 1 dfs^na 
tarjsc ii!v> is great. 
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Units and Coni lic.t 


hi Lite course of a game, you move many units to explore unknown 
terrain, defend cities, and i:j«hi with rival sui.es. 

Types of Units and Jhc\r 5ti?ngths 

Military Units 

Military units are used in conflict, mut escort, and put Ling dowit violei l 
outbreaks in cities. Depending on their main sphere of activity, military 
units are divided into Land, man 11 me, oi air units, Land units’ principle 
duty is conflict. Maritime uniLS are used to move across the oM-ans. .mi 
units are powerful uni's, that appear in the latter lull of the game. 

The. ability values are, from left: attack factor; defense factor, and 
mobility factor. Terminal technology is the technology which, when it 
appears, makes t impossible to produce the mm any longer. 

Representative land Units 

Phalanx: The mainstay of defense until the appearance of 
musketeers. Necessary ji;Ain,4,\[v: Bronze Working; Terr trial 
Tct Imui'itgv.' Gunpuwder, Ahii'i ty 1*2 1. 

Cavalry; An absolute necessity if waisare frequem. Wotrviiiry 'fit JiMiltigv: 
Chivalry; Terminal Automobiles; Ability; 4*2-2. 

War Vehicles: The strongest weapon Tor ground defense balance. 
W i.'c.; o-i ry Tecbn: 4, yy.: Au uinu>f? 1 fei. Tl\''i 1 si'iflE 7 CLfinolflgy' 
None, Ability; 10-5-3. 

Representative Maritime Units 

Sail: Can tarry op 10 three*. land units. Necessary Technology; 
Navigation, Terminal TecTinolagy: Compass; Abiftfj' 1-1-3. 

Battleship: Except for nuclear missiles, the strongest attack and 
dhfe»& force. ivLcessu ly Tl’eh no fogy: Steel; Term hull JfcfuzWagy: 
None: Ability; lb-12-4 

Aircraft Carrier: Can carry eight air units. Necessary Tecfiudogy 
Advanced Flight: Terminal Technology: None; AbLfity: 1-12-5. 
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Representative Air Units 

Fighter: Can attack air units. Nocessmy TffJtnofog} 1 .' Plight 1; 
Terminal Technology: Norte, Ability: 4-2-10. 

Bomber: Best thing for attacking cities or land and maritime units. 
NecciSrtry Technology: Advanced Flighty TVr'minai Tfr.hncdf^)'. 
None;'Ability: 12-1 - A. 

Nuclear MiKKile: Tremendous destructive power, but an evil 
weapon that pollutes the environment. Necessary Technology: 
Rocketry + Manhattan Project (one ol the .Seven Wont I ersV. 
rermmaf V'cdoiNogv: None; Ability: 99-ChG. 

Alter one luiri (Fight ers or Nuclear Missiles) or two turns Bombers) 
of movement, l air units do not return to city or aircraft canier, (or, ir 
ciiL j ciisi: ol missilca, explode! they crash. 

Special Units 

Special units include Settlers, Diplomats, and Caravans. All three are 
land t.uils. They require no rc-iiOunx's under any lorn - , oi government, 
and they create no unhappy citizens. 

Sittltti; Uniisihai make cities or change the topography. Necessary 
Technolqgy: None; Term iflnl TccfinaJogy: None; Ability: 0-1-L 

Diplomats: Units iFiat seek out intelligence or the cities of other 
states or engage in bribery and sabotage (sec also p. 43) 
Neceswjy 'frehnaltigyr Writing; Tenwiiai Trdi nolc^y: None; 
Abiitty: 0-0-2. 

Caravans: Units that ate used when carrying on trade between 
cities or io speed up construction id Wonders (see page 40) 
Necessary FciAutoJog) 1 : Trade; Tcrw.xtif Ti'i'hfldfgy. None; 
Ability: 0-1-L. 
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Move men i 


Units can move on the map by using their mobility factors. Even if 
them art points remaining in a units mobility factor it not enough 
points are left to move into the next square, a unit car not enter 
that square. 

OrJt'r of Moves 

When j players turn begins, units waiting for orders blink to let you 
know this When the motion of one unit ends, you zip to the next 
waiting unit automatically, and in this way all units receive (heir orders 
and the rum ends. When yon don't want to move a given unit, you can 
select Nn Qnfer.fi arid its action fcHr that turn will end. 

Altering the Order 

When in the middle ol s iurn. you want to change the order and 
move a different unit first, select Wi.-i r to jump out of sequence and select 
the unit you want to move;, to make it blinlt 

Removing Defenders or Sent lies 
Units oidered to go on defense or sentry duty will not come up in the 
move sequence until .Iwy :t:c released. When you want to release them, 
select them on the General screen or the Armed Forces screen. Sentries 
are released when rival units come into the viciiwy Units can move or 
fight in the tegular way after the turn in which they are released. 

The fn/hrcitee of TojPtigftzphy 

The mobility factor associated with a Land unitk movement into 
quart's diU'era with terrain. For details, see the Topography ( ban 
(p. 70-7L). Air units always use one point of their mobility factor to 
move one square, without regard to topography. Maritime units also use 
one point per square. 

Also, when land u ms move on roads or railroads, they c an move 
fasier than usual. 

RnMd.sc In any terrain, squirm costs only one-third point 
Railroads: En any terrain, no mobility points ai nil are needed. 
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i.i'mifs on Mi^ffifv 

Land units can ordinarily move only on land. They can move on the 
.■ieas only when maritime units carry them. Maritime units cannol move 
onto land, unless they make port in coastal cities. Ail units can. move 
OvCi land oi sea. but il they do nyt rulurn .1 city or Jii r.: m 11 . airier in 
one or two turns, they crash. 

Support Areas 

Units and Cities are considered Il> havt thr surrounding eight squares 
ns support a reus Except for Diplomats and Caravans, no land unit can 
move directly from Line ciimiY support area to another When you want 
to make such a move, yoti must first leave the enemy support area and 
then move toward the taigei square. However, in cases where :i envoi 
ones own country is within the enemy support area movement in and 
out of that L ily is permitted. 

__ - _ 

1 ■ 11 II I Hdiill tit: ?.'AU ■ ® 



Maritime Transport 

Only four units Triremes, Soils. Frigates, and Transports—can 
transport fend units. Air units eari hr 1 transported only by Aire rah (..im.TV 
[f a maritime unit is attacked by the enemy while transporting and is 
Unit, any units being Li Disported are last ill li e su;ir time. 01 . nurse, 
land units or air units under transport cannot defend. 
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Embarking on a Vessel 

Unjis van be moved «nu» a vessel only by moving a land 0 ::' air unit onto 
an adjoining maritime unit. Also, in a case where a land unit thru has 
become a smuy is stationed in a city where there is a maritime unit, it 
move s an toneme ally onto the maritime unit LF the maritime unit leaves port. 

Disembarking 

To ollload a land unit, select Lind on Lite Unit menu while the 
maritime unit is at a seacoast or in a city The units bring transported 
can disembark m their move sequence. 

Disembarkation can be accomplished only during the move of a maritime 
unit. 1 1 cannot he done directly into :t square tlial has an enemy unit or city 

Q>n fit Cl 

When your units move into an enemy's square, conflict occurs. The 
outcome of the confSici is settled right then ant: there: the units of the 
losing aide are immediately removed. When then-: are two or more units 
on the square of the defender she unit with the greatest defensive factor 
is considered to lie defeitd ig. If that unit loses as the result of the con lint, 
all units on that square are removed. (.City defense is the qfih exception^ 

The Effect of Topology 

The Lerrairi of the defending side has an influence on conflict. TIII- 
defense factor of and nm:s holding hilly or forested terrain, is raised 
dor details, see the Topography Chan The defense iactor of maritime 
and air units docs noi change no matte 1 what terrain they are in, Also, 
the atuteklng side is not influenced by topography. 

L mf Sfcrius 

The snack 01 defense factor or a unit differs in war depending on its 
staiusfactive, sentry an defensive post me). When you want the ultimate 
attack mr defensive power, adjustment will depend on this. slams. 

Mobility Factor 

Units that have used their enure .mobility factor to get where they are 
cannot mack. if they take advantage of roads 10 move and their 
standard mobility feci or Is less than oite, the)' can attack, but their 
attack strength is lowered, if a unit lias cxirn poitiis 0 . mobility factor 
and attacks, it can do so continually to the extent of its mobilky factor. 
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Defensive Poslm-c 

When land units assume a defensive posture, ihrir defensive factor is 
raised 50 percent The defensive posture is accomplished by selecting 
Defense on the Unit menu. 

Veterans 

Units produced in a city that has barracks or units that have been 
victorious at least once are veteran units, with >0 percent more attack 
and defensive power Viionm units have a gold cage badge displayed 
nexL to tile if names. 

Defensive Facilities 

Special facilities i.ncn.'n*t: die defense factor of units. Ad.iustnn.ents for 
special facilities arc made alter adjustments For the effect of topography 
or veteran .status. 

Barracks: Can make veteran units, Defends against pirates. 
Neeessppji' Tci hnolrJjjy (Fittl Level): None; Sttcmd Lewi: 
Gunpowder; lit inf Level; Combustion 

Walls: Triples the defensive factor nf units m a cii;,. However, they 
have no effect against Tanks or Fighters Defend against flood. 
Necessary 'Jecfmpfegy: Masonry. 

Portress: Units on such a square are doubled in defense strength. 
Can be constructed out sine cities by Settler units 
Ni’.cauury TfuHnolo^v. Building 

At l acks on Cities 

In battles fought to defend a city, even if the defending unit is 
defeated, the other units are not wiped out Usually, only the unit that 
loses is removed i a situation arises where there are no units on die 
defending side; s ie land units of the attacking side can enter the city, 
which, being occupied* now- belongs to the attacking side 
When a city without walls is attacked and defeated, by a land only the 
population drops by one point U there is only one point of population 
there, that city is wiped out. All attack by an air unit (except a Nuclear 
Missile) or a maritime: unit does not reduce the population 
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Offshore Bombardment 

Maritime units, except for Submarines* can attack cities or land emits 
on the seacoast. No special adjustment is made on this basis. Of course, 
maritime units am removed il they few. 

Air Attack 

The only thing that can attack an air unit is a Fighter unit. Land or 
maritime units cannot allack. ju air tra ground ccmllfe!. terrain and walla 
or fortresses have no effect. 



When yfHi 1.1 JI 5 | lire a . ifv. yflti foot jmwk and • vi. 
U'din-dit^v (if l he rival nttd drvvlmvd <i icc)i?ittSiJgy yau 
■did may 


Special Attack* 

Nuclear Missiles and Diplomats can carry out unique at tacks. 


53 








































Nuclear At lack 

When a Nuclear Missile attacks an enemy city or unit, there is a 
nuclear explosion centm'Li on that “quart. When the explosion occurs, 
regardless of defensive faciors or nationality, all imics in and around that 
square are lest'; in a city. halF the papulation is lost, rhe blast oemer and 
the surrounding squares are polluted. Only an SDI Defense Base can 
ward off such a nuclear attack 

SDI Defense Base: A e tv with one of these cannoi be attacker: by 
a Nuclear Missile. Recess# ry IciAnfdqgy: Superconductor. 

Bribery 

Just as irt a regulai attack, when a D.plomai unit enters a square 
occupied by an enemy unit, it can cam toil bribery. Upon payment of the 
displayed cash amount, enemy uni: immediately becomes a friendly unit 
The amount of (he bribe decreases ike farther lIlc unit is from its capital. 



Jj. Ir mvi.'tFi 1/ i(i ru.1.^1 .(If* l>r.-K i v Sftcaeed ana iufw ije unit usyours? 


54 


Regarding the Seven Wonders 

The: St vcn Wonders are unique items that cooler many things on the 
states that build them. There arc a total of 21 wonders, seven in each 
age: Antiquity, the Middle Ages, and the Indus!rial Age. 

Consirutiion of the Seven Wonders 
Non* 1 of the Seven Winders may be constructed more than once in 
any came just as with ordinary .inks and buildings, a required 
technology ls set. However, once they are built, they do rot entail any 
maintenance costs 

Pesfrucffon or Inefficacy, oj the Seven Wonders 

As time advances and technology is developed, the original Seven 
Wonders lose their efficacy: Also, when a city is destroyed ami 
disappears, any Wonder in ir di “apnea is at the same unit'. 


”Tho Wonders of tho World" 

ESQ 

PE* "Pyramid* of 

Samarkand tBritsin> 

im "B- Garden” of 
Babylon (Babylon) 

Kfi\# "Colossus" of 

Bokhara (Mongo tia> 

"Lis he house" of 
Bokhara <Mofl«o 1 ia) 


Yen cub .ir,; v.'bii.ri iiLiunaki Tior-t' ivriu'Ji VMwid'ers wiefa 
i. , i.:c, l i i iji .'iiendec Advice on .'nr Maie mcinc 
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ReprsdriJTiftvc Wonders oj Em: 1 ] Age 
Voiding technology means the technology that removes the efficacy o\ 
she Wonder. When l- sure anywhere in the world develops that 
Technology, the Wonder loses its power. 

Antiqui Ly 
Oracle 
Cir.il: 300 

Wi'Os'irv Jiv?i!ii?Jijgv MyslLcism 

Vortfiftg Tecfii'itiJt^v. Religion 

Power: liaises the efficacy oi temples trom two people (it is two 
people because M ysticistn has already been developed) to 
four people. 

Colossus 

Cost: 200 

Necessary T«-tJirtii^»v; Bronze Working 
Voiding 'R'lhfiokigy I "ct'trii'ty 

Power: The trade volume on squares with trade increases by one 

Pyram id 

Crer TOO 

Necessary Tech ndogy Masonry 
VViiiJipig To fiijrihiyy: Cjammunbrrt 

Power: After a revolution, you may chose any form cl government, 
including those nyt yei developed, on the ne*i turn (without 
going through Anarchy}. 

Middle Ages 
Galileo V Observatory 
Cost: 300 

Mcccssii ry JicJmfjEngy: AsL raj n>i tty 
Voiding Ti'e'viL'locy The Automobile 

Power: Double!; lIu nmou.ni of knowledge in all cii.cs ultimately. 
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Magellan’s Voyage of Exploration 
Gist; 400 

Necessary iVrWIogy Navigation 
VhidLrlg Tcrltndqgy: None 

Power: The mobility factor of all maritime uiuls increases by one, 

Shakes ptarcV Theatre 
Cost: 400 

NVi rsstir y Tivh neiit^jy ■ Med icine 
Voiding TechrioJc^y: Television 

Power: Unhappy citizens in all cities return to being content 
citizens. 

Industrial Age 
Apollo Program 

Cost; 600 

Necessary Tecfindrigy: Space Plight 
Voiding Tcffindt^y None 

Power: All states become capable of producing components for the 
space vehicle; the locations o: all cities «f all states with 
embassies can he confirmed 

Manhattan Project 
Cost: 600 

Necessary. Technology Nuclear Fission 
Vbiding Tec.fmrdngT. 1 : None 

Power States tltat have 'leveloped Rocketry become capable' of 
producing Nuclear VIissues. 

Women’s Suffrage 

Cost: 600 

Neeessaty Technoldgy: hidusiiializatinn 
Voiding TccPuipiogy: None 

Power: Under a Republic or Democracy, the number of unhappy 
citizens produced when a land, maritime, or ait unit leaves 
tltc city decreases by one person 







S PA C H c RAF T AN D EMIG RAl ION 

One of the IIml goals of ilus game is lo emigrate to other planets. 
Wbe ! tiny state, including the player atvnmpliahes this., the game ends, 

Co nefi lions for ihc Ccnslruditm of Spacecraft 

In order \o go to other planets, a specialized spacecraft. is required, 
ben a condition for Us contraction is that a city somewhere ir me world 
mi lsi have completed the Apollo Program, one of the Seven Industrial 
Age Wonders 

I ach stale can make only a single spacecraft. II a capital is conquered 
and occupied, the spacecraft Ls autoinarically de si toyed, but in such a 
casi- n ih possible to reconstruct it. 



A report of stinvssfid ujifnrgratioi! ftwn 1 1:c fi 1 s! spflt'e 

criy mcin3?crw4. 
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Spaceo'afl Compoiicnts 

Unlike ordinary units, a spacecraft is made from various kinds of 
components, and wIllei eiL those components are produced and put 
together, one big spacecraft is complete Maximum. mdicateA the largest 
number of the given component that a player can produce Cost lisis the 
price of one unit, You can create a spaced up with fewer than the 
maxim i im eympone ri Is. 

Spacecraft Structure 

The framework that connects the spacecraft block and living arta. 
Maximum-' 39; Cost; 80; ftbtafcss^rjt Ttch?t£i3^>'; Space Flight. 

Components 

The components connected with the engirt- Alter production, you 
can choose whether you want a propulsion block or a. fuel block 
Wd.vim.itm: & of each type; Case 160; .N'ercsm ry Tedindfjgy: Plastic. 

* Propulsion Block: The engine part The more you add, the faster 
you reach your destination and the greater your chances of success. 

* Fuel Block: rhe source of energy lot ike propulsion block. In order 
Im the engines to put out Live maximum iorve, otic of These is 
required for each propulsion block. 

Modules 

The components connected with life. After production, you can 
choose whether you want a living area* life su ipnn area, or solar panel 
Maximum: 4 of each Lype; Cost: 320. Weccssurv I'ecfindogy.' Remo: i vs. 

* Living Area; A facility -oat houses 10,000 people. 

■ Life Support Area: Each provides Lhe life support for one living 
area. Residents that do not receive life support service have a low rate 
of survival in Might. 

* Solar Panel; A facility then provides: dec 1 1 jc power to one tiving area 
and one lift! support area. Facilities not getting electric power danriui 
work right. 
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Space Emigration and Scoring 
A minimal spacecraft structure arrayed wilh m tomptments anti 
modules can lake off Once it has launched, a spacecraft cannot be 
aborted. All you can do is. wail lot the report 
When tin' spacecraft readies a planet, die score depends on the 
number of emigrants. A bigger spacecraft ihtii can carry more emigrants 
on its voyage will result in a higher scone 

Passengers: Hie number of people that can he carried. 

Supply Rate, the peieemage of iieople who can re cezve life support 
service 

Energy i the percentage of elect'd ily neceasaiy k>r occupation ami life 
support that is supplied, 

Weight: the total weight of the spacecraft. 

Fuel: die per. ertage of fuel used by the propulsion equipment tlutt is 
supplied. 

Flight Time: I he number o: years needed until arrival 
Probability of Success: Tltc projected percentage of people that will 
survive unlii arrival 



Support Hale energy 


totUUC li¬ 
fe l 1 i OUa* 
i.;.Lo ft iiae,: 

t!.: a -r .•: - 

- - 


Wei grit 

Fuel 


Fr»j;piL Time 


PrutMflJility oi 
Success 


Regarding Events 


Marty events happen ii the course of a game, The events mentioned 
here, with the exception ol minor mines appear automatically wit It the 
check aL the beginning of a turn 


Mi rot?' Tnb, 

When a unit emu is a square with the minor tribe icon, an event 
occurs immediately 

Scroll of Knowledge: You giin at random a technology as y£t 
undeveloped. Wuh die advance of civilisation, this no longer occurs. 
Jlirth of a City: A new city is made hem, under your coturol. 

Birth of a Unit: One new mil i tiny unit becomes yours. 

Precious Metal: Muncy becomes yemri in units ol fifty Cuins. 
Sudden Attack: You arc attacked by a Barbarian unit thai appears 
suddenly. 



Miner Jiilv SymKii 



lire fljjprflJtPuiig (fit: cUy 










































i^anWitms 

When yuLi play ihe red military units may appear suddenly in 
She vicinity of a city These are fkztfiwrjLirut. They an: not uniis of a rival 
state, bin l lily attack and p-under the city or unit of the player. 

Types and Natures 

Phene are two types of Barbarians: Brigands that appear on land, and 
Pirate* that i:onu- from the sea. They both approach cities, but act 
somewhat differently. 

Brigands: fhty are interested only in the spoils of war. They have 
tto desire to sente down, so they plunder irrigated squares 
and totally destroy any city they conquer. 

Pirates: The;, are looking tor a luted dwelling place therefore, thev 
do not plunder but if they occupy a city they start producing 
units and set out to attack nearby cities. 

Si Icy Where they Appear 

Barbarians appear at random on sea coasts or in friendly squares dial 
have not been exptored. But Brigands do not show up within the kin 
Environs map. Also, ns the age changes, Barbarians develop stronger 
military units. 

Subjugation and Ransom 

As with ordinary Conflict, when attacked by a military unit, 
Barbarians can he subjugated. Furthermore, if you ai:auk a barbarian 
k ng who bus taken on :hc appearance of a Diplomat, you can collect 
100 coins in ransom if In iscitpimed. But ii k:s support units disappear, 
ihis Barbarian kin^ cscajx:?; and td^appears if he is not captured within 
several turns 
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Disr'^ii'JA 

Occurring in cities, these ruin facilities and reduce population. One is 
protected rgm thorn if there are renam measures (protective meluiures). 

Earthquake 

These occur iti cities built on or among hills and destroy one facility 
or another Protective Measures: None 

Famine 

These occur at random and the Food iiorage box becomes empty 
Population decreases. ftateedvr iVim.$ui :s: Granaries 

Fin? 

This occurs at random and ruins one facility or another P.'vtecliwc 
.Measure:-:: Aqueduct* 

Flood 

Occurs at cities on or near rivers and reduces population PratedLv? 
.Vi. ncures: V. alls 

Pirates 

Arise at cities on lakes or the sea coast" the foodstuffs in the Food 
■Storage box and the resources in the Production box disappear entirely. 
Protective Moasttres: Barracks 

Plague 

Occurs at random and reduces population. No longer occurs once 
Medicine has been developed Preventive Measuits: \queduci 

Volcano 

Occurs in ernes on or near hills, reducing population. Preventive 
Measures: Temples 
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A^ufduti: II you clorst have this-, population will not increase 
higiior than, ten ITotects against file Lind plague. Necessary 
TedfiPt dog?: Construction 

liarracks: Can make veteran units. Wards of: pmaLc:-. 
Net.ieStii v Tl lI n!.::■[■:i;.;v (FirsJ i.rvi i'.: None' Second Level: 
Gunpowder; Third Level: Combustion 
Granary: If you have this, population Lncreii^'s rapidly Protects 
.against famine. 

Necessary Techridcgfi Pottery 

Temple: Can change one unhappy citizen into a content citizen 
(after Lite technology of Mysticism is developed two citizens) 
Wi’ccssapy rixWIcJgy: Ceremonial Burial 
Wall: The defensive factor ol units in cities with this i nples. tint it has 
TiocEiect against Tank or Bomber attacks Protects against flood. 
Necesstint 'lirftwfc^y: Masonry 

Pt’.SfivcJ^-; of iTtanfesgivirt^ fn the J King 
A good event that happens in achy oi rnon: than Mure population 
■■■-hi i: ihf re an- no unhappy citizens, and line number of happiy citizens 
exceeds that of content citizens. The effects depend on the form 
oE government. 

Anarchy: Nothing happens. 

Despotism: liven on squares with more Tian three in production, 
productivity does not decrease. 

Monarchy, Communism; Trade increases by one on squares With' 
trade. 

Republic, Democracy: 11 .here m enough food, population 
increases by one point. 


Game Options 


Before beginning a new game, the topography d the map and the 
sit-myih of rival states can lie set. If you clear it once and change the 
conditions, you can enjoy a. different game. 

StTirng up ihe Hcmei 

When you start, you tan determine the set up of the planet where you 
will play from now on. 

Si lling up the Environment oi the Planet 

The player can. sei up an imaginary planet as hi- likes and make the 
map to fit it. The various options are Us Inflow 

Land Mass: Decides the ratio of sea and tend on the map. Small 
means many Inti, islands and greater isolation, large means 
extensive continents and more rapid cultural contact, 
'temporalmv: if cool, tundra increases: -,f warm, jungle increases 
Climate: If arid, deserts increase; if wet. swamps increase 
Planet Age: With ,'i billion years the topography is rugged; with -5 
billion years, the sloping is gentle. 

Earth 

Li you select tins, the game can start at a place close to an actual 
country on a. map resembling the Garth. Naturally, rival states will also 
appear near their actual historical locations, 
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Sdfing the Level of Difficulty 

I f-ere are five levels of diftkuky for ihi> game. Tin terminal year nI 
the. game, ihe money In the. treasury of your first city, arid the Lime it 
takes to develop technology' change wit It the level of difficulty. Ai iHe 
high level. tl'LL 1 evndiiioTLS lor winning are stiff, 

f HiicTtnirt: The easiest level,: beginning with the obsession ol' two 
■ L ie!i k-r units, first-time players mat prefer ihis. 

Commander: The cash in you? possession at the sum disappear, 
and rival stales are strong hot i! you play two or three times 
and understand the game, you can win. 

Prince: The rivals art- pretty strong, and ii you don't keep an eye on 
the citizens, violent outbreaks flare up right away Ai this Lev--! 
you can 1 ! win il you dynt keep yottr wits about vou. 

King: The rivals are at about the same level as the player. Barbarians 
are also strong, an:I you aiv always having to tight bitterly 
over something. You need lots of experience to win. 

Emperor: The most demand lug level Rival states grow faster in 
every respect than the player, so it is really impressive if you 
can win. 
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Hall of Fame 

When the game finishes, the score of the player is calculated and 
recorded. The place where it is recorded is the Palace of Fame. 

C 'andloom jo r L'meshinq 
The game is over at the following limes: 

* l before thi' lermlnal year, you have eradicated all rival slucs: 

* It before the terminal year, you have succeeded in emigrating to 
space. 

* It you are eradicated. 

■ If you select Retire on the Main menu (and. have neglected to 
5iO'f ii rat), 

* W her you reach t hi- terminal year. 
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Figuring You r Score 

The scone for Sid Meier's Civilization is calculated on the Following 
lacC-nrS. 

Basie Wins and Tosses Score 
The score computed according to die state o-l ihc cities or state 

Happy citizen: 2 points per person 

Content citizen: l point, per person 

Seven Wonders: 20 points each 

Each turn in which no wars were fought: d points 

(but 1 1 there is even one battle, thr accumulated points reset at zero) 

Technology of the future: 5 points each 

Polluted square: minus 10 points each 

Bonus 

There are two bonuses beyond the basic score. 

Space Emigration Bonus' Thu is a bonus attached to save arrival 
of the space vchidi; Fifty points are awarded lor every 10.000 
citizens who successfully become space emigrants. 

World Conquest Bonus: This is a. bonus attached to defeating the 
world. The more rival states there are and the laster you 
accomplish tins, the htglter the points. 
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The Hal! of Fame 

Fh.c five states of the player dial are highest to civilization rank are 
recoided in lire Palace of fame The civilization rank is decided by a 
Combination pf the game score and level o! diilicuky Thus, to the extent 
that you have a high level of difficulty, even a low se^re will raise 
yourrsnk. 


69 





Topography Chart 
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Republic:, Democracy: Trade plus one. 

Reiadd: Mobility Cost in Any terrain is one-third point. 

Railroads: Mobility Cose in any terrain i» zero All production pi-.id 50 peroent (distending fractions). 
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materials orworionjnship. 

Service ftlter Expiration of Warranty 

II I lye game oak deuslopsa pi of; em requ ring service altar Lac M-day warranty period, yea nay 
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